
Input devices will 
dictate whether Login 
and password 
windows are shown 




Go Request 
Service Screen 
2.9 Request 



Go to Help 
Screen on 2.9 
Help Screen 



If Admin Login button is pressed, 
then Login and Password boxes 
are shown as in 2.2 Admin 



1 



Level 1 Allocation Menu 
optional depending whether 
A/tocathn code(s)) e 
specified at SuppfyPort 



Door is open but TAKE/RETURN not pressec 




back to 
Take 



Remind user to press TAKE/ 
RETURN in order to record 
transaction 



< /ls this a OefecN^ f 




^ fr. 


Go to Defect 




Return menu 



Lev©/ 2 allocation code 
Menu 

Optbnat if Level 2 codes 
are not specified 



another 
cabinet door 




Take/Return 
for 

another lem 

~i ■ 



Optional Qty 
Reminder to confirm 
amount TAKEN and 
TAKE is pressed 



Non-Checkout 
Serialized Item 
will prompt users 
to enter Serial U 
in this menu 





Doors are closed and 
( SupptyAgent returns to Welcome 
Screen 




Step 1 . Press TAKE button once for each item you remove. 

Step 2. If you return an item after you have already pressed TAKE, press 

RETURN. 

Step 3. If you take multiple quantities of the item, press TAKE multiple 
times corresponding the number of items taken. Alternatively, use the 
keyboard (keypad) to enter the quantity. 

Step 4. To get additional items, simply go to the next item and repeat Step 1 
to 3. 

Step 5. Touch "DONE" to finish the transaction. 



TAKE pressed for checkout Item 



j"5 i: 
i II 



^Checkout 
1 allocation code ^ 

Yes 



fit. 7 



Input Checkout 
Allocation code 



Seret# 



No (only allowed 

if pocket is 
designated as not 
having 
REORDER tracking) 



Next 
Serial* 



(optional if 
allocation 
code not 
enabled) 



Select the <Scrial #s- for the item you ore 
chectang out / Disposing 



Partial string search j 

A 




This screen will 
not be shown if 
item is 

UNSERIALIZED 



Remove the item from the 
cabinet and dispose 
according to your 
company's disposal 
procedure 




Show list of items 
overdue on the 
screen 



this item is due back by 
require <Sharpening> in . 
(if the "Requires Periodic Maintenance" 
button is checked in SupplyPort) 

-N^View Uverc! 



Ntrtlfcm 



items 



Shows "Continue" 
instead of "Dispose" 
if "Dispose" was not 
pressed previously 



Door closes 




Reminder to close 
the door 



Yes 



Return to beginning of TAKE/RETURN logic to wait for 
another TAKE event 



I 1 



RETURN pressed for checkout item 



m 

fu 




Yes 



Select <Serial #> of item to RETURN 



SeriglX 
Si rial Y 
SemtZ 



A 
V 

Q cancel J 



Partial String Search 



r 




If <Sharpening> has occured since item was 
checked out, enter date of <Sharpening> 
beiow: 



Date Entry 



c 



Calendar 
object 



No 



Door closes 



Show list of Items 
overdue on the 
screen 



Enter QT Y f 



keypad 
object 



Please RETURN item(s) to 
POCKET 



lew QverdueN 
items J 




Door closed? 



-No- 



Reminder to close 
the door 



Yes 
i 



Return to beginning of TAKE/RETURN logic to wait for 
another TAKE 



0 



User sefecfe Hid fern 




Yes- 



Display Find Kits 
(Section 9) 



(Return to beginning otS 
TAKE/RETURN J* 



-User presses TAKE- 





DBpfyFiidifem 

(Section 8) 
and flash LEDs on 
cabinet 









Specia 
- Order •» 
pressed 



Special Order 
Launch SupplyPort 

functionality if 
internet is enabled 



User selects Search Elsewhere 



Display Find 

Ffsftwhern 
(Section 10) 



Jo 




Fig. i3 



Press RETURN 



a 

a 

a 



Select the Item to Return: 






A 












V 






Yes 



Enter Defect 
Allocation code(s) up to 3 
(Prompt for either product level 
or company level defect 
allocation codes) 



Please place the defective item 
In the Bin 



^Back K VA CE/RETL IN menu i I ' 



wait for next transaction 



nd^ 




"You are not 
authorized to 
remove Defect 
Items " 



Yes 



1 



Please remove all defect 
items according to 
company procedure 



Inventory 

L 



TAKE/RETURN IS PRESSED 
-Item is found ► 



Show Inventory Menu (Section 16) 



Find item 
(Section 8) 



Void ail previous 

inventory 
transaction (?) 



continue Inventory 



By selecting items in the Edit Screen, 
user can change the Actual Count of 
previous inventory transactions in the 
same session 




Text/Audio Prompt: 
Step LOpen the appropriate door and 
Press TAKE or RETURN for the supply 
that you want to inventory. The Actual 
Count will appear on the screen. 
Step 2, To continue counting inventory, 
press TAKE or RETURN for the next 
supply. 

Step 3. When inventory process is 
complete, close all cabinet doors and 
drawers and touch QUIT to lock the 
Cabinet and log out of the system. 



^a. 17 



Return to 
beginning 



.5 



Edit Previous 'Floppy disks' Refill Action*: 



Remind user "You 

cannot refill 3 
DEFECT/RETURN 
pocket" 



: ':.t 

fill 





Enter or Barcode the <Serfal #> for the item 
you are Refilling 



SenalX (editable) 
Serial Y (editable) 
Serial Z (editable) 
up to 10 



A 
V 



Keypad 
Object 



No - return to 

entry menu Q° back to Refill 




Text/Audio Prompt: 

Step 1 .Open the appropriate door and Press TAKE or RETURN once for the supply that you want to refill. The 
CURRENT COUNT will appear on the screen. 

Step 2. Verify CURRENT COUNT shown on the screen matches the quantity currently in the cabinet Adjust 
CURRENT COUNT if needed. Once verified select <Accept Count> 

Step 3. Verify the REFILL COUNT shown on the screen matches the quantity that you will put into the cabinet. Adjust 

REFILL COUNT if needed. 

Step 4. Refill the cabinet with the item. 

Step 5. To refill other supplies, press TAKE or RETURN for the next supply. 

Step 6. When you're done refilling supplies, close all cabinet doors and drawers. Select <Quit> to lock the cabinet and 



Load Pocket 



■i i 
■ y 



Door is opened 
user presses TAKE 




Yes/initiate Pocket Edit function * 



Select the Rem to Load: 






A 












V 


f Detect A i^^W^N 
V_pocket? ) W*MIM® 



Set flag for Pocket 
as a Defect Pocket 



[Z Wait for 

UJ TAKE/RETURN 

to be pressed again 



Load empty Bin a Affix 
special return label 




Ready 
!o 

configure 
pocket 



product 



Physical Max: 

Max: 

Min: 

Crftial: 

Current: 



TTKT 



"TO" 



~3D- 



(Helpj ) 



Pocket Type: (NORMAL is the default) 




No 



Display message 
"Not Authorized to 
UNLOAD this 
pocket" 



This button 
is not shown 
during an 
initial 

Pocket Load 
session 




TEXT/AUDIO PROMPT: " " 

t?Z i n a n u " assi e ned P° cket and matching shelf space for the supplies, 
in? . £ flCxbar preSS the area nexl to the !i e ht that will be used to 
of supplies 6 SUPPly * ^ ll ' 8ht C ° meS °" thC computer screen dis P la V s a Kst 

^LOADED 0 ^ 1 ^ a,r€3dy aSSigned ' ask user whether thfs P° cket should be 
Step 4. Select the supply to be added on the screen 
Step 5. Display EDIT POCKET screen. 



1 .1™^ 



Unload Pocket 



Door is opened, 
TAKE or RETURN is pressed 

i 



How many "Floppy Disks" are in 
the pocket? 



10 (Default- 
expected count) 




Yes 




-hie. 



CI 



; W 





Move Pocket 



Move function 
s 

Cancelled 



Door is opened 

M 



Press TAKE/ 
RETURN on the 
SOURCE pocket 



TAKBRETURN 
is pressed 




Yes 






Press TAKE/ 
RETURN ON 
DESTINATION 
pocket 







Cannot move 
empty pocket - Try 
Identifying the 
Source pocket 
agaii 




Move SOURCE 

pocket to 
DESTINATION 
pocket 



Destination pocket is 
Loaded - 
Override? 



Confirm that 
MOVE pocket was 
successful 




AUDIO/TEXT PROMPT 
Step 1. Remove the supplies - Take the supplies from the shelf. Press TAKE or 
RETURN to deselect the pocket. The light turns off. (User should then remove 
the Supplypro Take/Return label) 

Step 2. Select the new pocket - select an unassigned pocket. On the flexbar, 
press the area next to the light that will be used to indicate the supply, the light 
should then come on. 

Step 3. Place and label the supplies - user should place supplies on the shelf 
and attach a label to the flexbar around the light 
Step 4. Exit 




\ y 
fl ! 




Pie. 



